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^ BVFFY tHE VAlTIPiRE SLAYERCCG is A 
COLLECliBLE CARP GAME t HAt 
tRanSLAtES tHE WORLD OF SVIHIYDALE 

into ELEGAnt carps AnD cvnninG 
GAmE mECHAnics. 


You can play as bvffy, spike, FAitH and other 
characters from the series inside a <jamin<j 
experience that is never the same twice. 




OBJECT Of THE QAME 


DESTINY VICTORY 


CONTROL VICTORY 


about? 




CHARACTER CARDS 


ESSENCE CARDS 


,ibrn*lht/Onvu 


DiOlUOj 

ulim Rore/N 
fixed rgjk/ 
Rare/ yS v«iF 


nncommoiy 
coinnioM ,jJL 


Cards 


etto Know/ 


REPRESEnf YOUR.' - 
rhAin CHARpCfER^" . 
fcAnp suppoRtinr, 
/CHARACTERS in tHE 
/BUFFY-VER5E £, 


WHO YOU AR£ 
PLAYinG AS 
YouR_nmin 
CHARACTER,' 


Destiny point 
Requirement 


ESSEnCE CARPS ARE 
KEPT to tHE SiDE 
to tRACKAOVRj 
DEStinY points. < 


/ _ character 

' i - l levd.» 

Characters ascend 
levels as the ^aine 
'f progresses. This 
number represents 
^what level a 
r character has 

r r 1 achieved. 


Talents Talents are used durina challenges and fights. Butt 
Kicking is for fi^tin?. Smarts for brainy applications, " 
Weirdness for supernatural powers, and Charm for when ; j 
suckin' 


•^ r ^rca its 4 

Traits appear on 
various cards types 
in capital letters. 


t^-up really counts. ■ — - — ' ’ " ' — 1 J 

character Type There are 4 different kinds of character cards: 
Villains, Minions, Heroes and Companions, villains and Minions 
are red and Heroes and Companions are slue. 

^ effect This bou rcvculs the specific effects of each card. ■ 


| collecting g game play 
^information information 



t 




CHALLEnGES ARE tRIALS, PRPjECTS 
AnD SltVAfionS tHAt CHARACTERS 
nEED to OVERCOmE. 

WHEH A CHALLEHGE IS DEFEATED, YOU GAIH THE 

desTidy points in The vpperrighT hahd 
coRjiERjnsiDE The hear?. Herpes ahd 
coMPAnions CAn ohly attempt good 
CHALLEnGES, AnD viLLAins ahd minions CAn 
OnLY ATTEMPT EViL CHALLEnGES, 


Effect BOX Specific effects and requirements of a 
challenge are listed here. 


Location Cords 



LOCAtlOn CARPS RfPRESEITt HAVntS, 
HAnGovts ahd places in SVnnYDALE 



■ 

> jh 


THEY ARJE PLACED in PLAY BEFORE THE GAmE 
BEGinS AnD HAVE EFFECfS tHAf LASt tHE « 
EntiRE GAmE, 

*<' 

Uniqueness Some Location cards are unique. If you 
play a unique Location card at the game's bc<rinnin^, 
you and your opponent can’t play that same Location 
card in sunnydale. • f s 

• - ' / 
j— BTTjjpe All location cards will belong 

indoor, school, town etc. r T 

Effect BOH A Location card may change the way you 
play the ^ame. check this box to find out. r, - 

• . r . 0r, 

" 


i<t to a type: 
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KILLS give 
:HARAC fERS SPECIAL 
LDVAHfAGES, TR^ifS 
3A_fALEnfS* 

YOV PLACE SKILLS in 
PLAY DVRjnG tHE 
RESOURCE SfEP* 

CHAR£CfER$ FAflGVE 
(tVRJI HORlZOnfALLY) 
WHEn YOU ATTACH A 

skill carp to Them. 




Effect BOK 





Items and skills serve 2 functions, they can either be attached 
to a character, or played into a talent stack to boost any one 
talent by + 1 when battling a fi^ht or a challenge. 


itEfflS GIVE BOHVSES 
tO tALEntS AS WELL 
AS SPECIAL ABiLifiES* 

Talent Requirement 

some items and skills require 
that a character posess a 
minimum amount of talent 
before they can be attached. 




e Events zi 


1 



EVEB^nOtiCE HOW An 8.1 LEVEL. • 
EARfHQVAKE KjnD OF AFFECfS-'.,-' . 
EVERY BODY? / :■ f 

EVEHtS REPRESEnt PIVOtAL HAPPEninGS 
in svnnYDALE. *•*' 










■*F- 


If 

W' 

■ 

LIMITED ICON ■ 


If IT’S ON THE 


EVEntS AR£ PLAYED DVRJTTG tHE 
PROLOGUE SfEP AIID ARE 
immEDiAf ely SEnf to The crypt. 
OnLY OnE COPY OF EACH EVEnf 
CAn BE PLAYED PER^GAmE 


CARD, THEN THE * * 
CARD IS f ROM 
- OUR FIRST ' 
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fjTActiohsinf 

O - — - o 



0 4 

x ^ »•. 


THESE CARPS CAE 
BE PLAYED in 
ALfflOSf AEY Sf EP 

of The gahie as i| 
DIRECTED BY The, 

‘ TexT on The 
I Bottom OF 
l tHE CARP* J 


THIS LinE SHOWS 

exactly wherje in 
The seqveiice of 
play The carp 

CAH BE PLAYED 

l forJTs effect* 


■ usiusr raleut icons 

You can play action cards 
for their talent values 
during fights or challenges, 
This card can be used to 
fpEppB boost smarts by 2.. 


Talent Requirement (I ') 

Some action cards 
require that a character 


have a minimum value 



of talent before they can 
be played for their 
effects. 


Kicking by i. 



, EPISODES ARE ^ 
i REPRESEHtED BY 2 ^ 
l CARPS: PART I ADD 

■ part II* 

y THESE CARPS PRpYiDE 
; STRpnG BODVSES ADD 
I GLOBAL GABIE 
i EFFECTS. YOV CAn ALSO 
I PLAY THEm To ADD A +1 
I TO AHY tALEnt DVRjnG 
f A FiGHt OR^C HALLE IIGE* 


■ effect * 

When the part i card 
is played this effect 
instantly occurs. 


j ' j. ■ Target 

The instant 
this Target is 
achieved, play 
your part n card. 


■ K( 

This is the effect Yj 
that occurs after the^4 
Target is met on your ' 
part i card. 


■ canceliw 

when this 
condition is met, 
the Episode part n 


card is cancelled. *3 


I Settingup Sunnydalc 

USE f H I S DiAGKAm AS A GUIDE to SHOW YOV 
WHERE tO PVt YOUR CARDS DURITIG GA1HE PLAY. 


THE DAY/niCHt CARD 
t RACKS WHEtHERit’S 
DAY ORniGHt AnD 
KEEPS covnt OF HOW 
mAHY tVRJIS 
SVn flYDALE PARRHAS 
BEEn COntRpLLED: 



YouROPPonrnts pi AYmni mAtCHES wftH yours. 

A ’ .A 


IF YOU COnTRpi THE PARRWHtn tut 1VRH 
ETTDS. tURIT THE DAY/nfC.HT CARP LIRE ITORfrt AL 
AnD movi it OVtWARP to REVtAL THE numBER 
OF tURIlS YOU HAVE COntRpLLED tHE PARK, 


it \ fs'<± 

>y «x 



THE CEL+tC 
Knot PAttERn 
SHOWS YOU 
WHiCH 
LOCAtion 
SPACES ARE 
ADjACEnt tO 
EACH OtHER. 


WK5 W 1TY P».ANM\(j 

V Essence card 
m ^ Destiny pointmidi 
* V challenoie neck 


Resource Deck 
^ Discard pile 
The crypt 
i xirk counter 




SEttinG VP To PLAY is EASY* 

Just follow these simple directions and use the 
Setting up Sunnydale diagram on the previous 
t pages as a guide on where to put your cards. 

1) Build a deck. You can build your own deck 
or you can use the deck contained in the starter 
where this rulebook came from, but remember to remove all the 
cards with a First Patrol Logo on them. (For more information on how to 
build 

a deck s ee page 42 ) 

2) Shuffle all 7 of your challenge cards. 

Place them facedown in a small pile to form your Challenge 
~>eck. Now, flip over the top card of your Challenge Deck 
d leave it on top. 





3) Separate out your location cards. You can 

have () to 8 location cards in your deck at the start of the 
game, but you can play only 4 during setup. 


4) Shuffle your Resource Deck 
and offer your opponent the 
chance to cut. 

5) Both players reveal their 
essence card and level 1 Main 
Character card at the same time. 

Place your essence card at 0 on the Destiny Point tracker. 
Later, you will use the notch on the right side of yom 
essence card to keep track of your Destiny Points. 

6) Determine the active player. The active 
player is the player whose turn it is and who plays first in all 
steps. Villains are always the first active player. If there are 




7) Starting with the active 
player, place your level 1 
Main Character cards into play on one 
your 4 empty location spaces in 
Sunnydale. 


no Villains, or 2 or more 
Villains are playing, you 
can choose to either flip a 
coin, do rock-scissors- 
paper, call the psychic 
hotline or whatever. You’ll 


it out. 


8)The active player then chooses whether the 
game begins during the day or night. After the choice is 


made rotate the Day/Night card accordingly. 




9) With the active player going first, 
alternate the playing of location cards 
on your location spaces in 
Sunnydale. You don’t have to play location 
cards if you don’t want to. You can leave some 
or all of your location spaces in Sunnydale 
empty. Afterward, place all the unused 
location cards in the Crypt. 

That’s it. 


V 



These are the steps far each turn of gameplay. 

The active player goes first in each step. 

All players go through these steps together alternating between their 
watches inside the steps. A “watch” is whenever you have the chance to 
perform a sub-step or sub-stage. Players alternate performing the sub-steps of 
each step in any order. 

Before a player can pass, she must perform any sub-step that is 
marked “Mandatory.” 

When all players consecutively pass in any step, you move on to the next step. 


I. Prologue Step — This is where 
challenges and events are played. 

* Mandatory. Place a 
challenge in play if possible and 
turn the next challenge face up. 
If you can’t play your challenge, 
place it on the bottom of your 
Challenge Deck, and turn the 
next challenge faceup. You may 
only do this once per Prologue 
Step (seep. 20). 

* Play an event card. 

* Play an action card that is 
playable in this step (see p. 41). 

* Use an effect of a 
card that is in play. 

*Pass. 

II. Draw Step — This is the step 
where you get to discard and/or 
refill your hand with cards. 


Choose from 0 to 5 cards in 
your hand and discard the rest. 

If you have less than 5 cards, 
refill your hand to a complete 
hand of 5. 

III. Refresh Step — This is the step 
where you refresh all of your 
fatigued cards in play (see p. 21). 

* Mandatory. Refresh all of 
your fatigued cards at once by 
turning them from horizontal 
to a vertical position — you 
may only do this once per 
Refresh Step. 

* Play an action card that is 
playable in this step (seep. 41). • 

* Use an effect of a 
card in play. 

*Pass. 

IV. Movement Step — Time for 
players to move their characters 
around Sunnydale. 


Move a character to an 
adjacent location space or to 
Sunnydale Park. Moving from 
Sunnydale Park to an 
opponent’s location space 
fatigues your character, otherwise 
moving to an opponents 
location space does not fatigue 
your character (see pp. 21-22). 

* Play an action card that is 
playable in this step (see p. 41). 

Use an effect of a card 
that is in play. 

*Pass. 

V. Resource Step— In this step you 
get to place characters into play, 
ascend characters and attach items 
and skills to characters. 

* Place a character into play 
(see p. 22). 

Place an Episode Part I card 
in play (see p. 40). 

* Ascend a character (see p. 23). 

* Attach a ski or item (see pp. 23-24) 

* Swap an item between 
characters at the same location 
(see p. 24). 

^Resurrect your Main 
Character from the discard pile 
(see p. 23). 

* Play an action card that is 
playable in this step 

(seep. 41). 

* Use an effect of a card 
that is in play. 

*Pass. 


VI. Conflict Step — Players may 
start fights and face challenges in 
this step. 

*Fight one of your opponent’s 
characters (see Fight Phase on p. 26). \ 
Face a challenge (See Challenge 
Rase on p. 27). 

*Play an action card that is 
playable in this step 
(seep. 41). 

* Use an effect of a card that 
is in play. 

-K-Pass. When nobody is 
involved in a conflict and all 
players consecutively pass, 
this step is over. 

VII. End Step — This is the last step 
in a turn. 

Play an action card that is 
playable in this step (see p. 41 j 
*Use an effect of a card 
that is in play 

*Pass. 

After all players pass 
consecutively, turn the 
Day/Night card. 

The new active player is the 
person to the left of the 
former active player. 

A new turn begins • •• 
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We understand! The following explanations will shed light and clarity on 
the intricacies of playing this slaying game. 

Step 1. The Prologue Step: 

Players alternate performing one of these 5 sub-steps during the 
[ Prologue Step: place a challenge into play, play an event card, play an 
\ action card, use an effect power from a card in play, or pass. 

Hfhese sub-steps may be performed in any order. Choose wisely or 
your opponent may eat you. 

1. Placing a challenge into play: In this sub-step, you place the top card 
of your Challenge Deck in play on any legal location space in Sunnydale and turn the next 
card in your Challenge Deck faceup. You may do this once per turn. You must\h\’ the 
challenge if it can be legally played. If you cannot play your challenge, then it must be 
placed at the bottom of your Challenge Deck, and you immediately Hip over the next 
challenge underneath, and you don’t place in play a challenge for the cunent turn. 

• You may place challenges in play on any location spaces if the challenge is not 
location card specific, including Sunnydale Park. 

• Every player can have only 1 challenge in play at each location space in Sunnydale. 

• There may be no duplicate challenges in Sunnydale. However, after a challenge is 
defeated, another copy can be placed in play later. 

• If your Challenge Deck is empty of during the Prologue Step, you do not 
have to attempt to place a challenge into play. 


EXAMPLE: You have the challenge Spring Madness in play. Your opponent 
cannot place in play Spring Madness anywhere in Sunnydale until your Spring 
Madness is either defeated or removed from play. 

2. Playing an event card. You may play an event card during this step. Just play the 
event and do what it says. 


• You can play multiple events in this step, but only 1 copy of an event may be played 
per game by any player. 

• Event cards are sent to the Crypt horizontally after use. For more information on 
events go to page 42. 

3. Play an action card that is playable in this step. If your action card has 
“Prologue” in the bottom of the effect box, then it can be played during this step. Just 
play the action card, resolve its effects and discard it. Every action card wall tell you exactly 
in what step it can be played. All you have to do is look on the bottom of the card. 


4. Use an effect on a card that is already in play and can be used at this time. 

Effects come from cards that are in play. You will find these card powers on various 
characters, locations and other cards. 

5. Pass: If you have tried to place a challenge into play and you can’t (or don’t want 
to) play an event, action or effect, you must pass. Wien all players consecutively pass, 
the step is over. 

Step 2. The Draw Step: 

Choose from 0 to 5 cards in your hand and discard the rest. If you have less than 5 

cards, refill your hand to a complete hand of 5 . This can only be done once per Draw 
Step. If you run out of cards in your Resource Deck while drawing your 5 cards, then 
keep the cards you have, reshuffle your discard pile back into your Resource Deck and 
draw the rest. If you have no cards in your discard pile or Resource Deck, then just keep 
playing with the cards you have. 


Step 3. The Refresh Step: 

This is the step where all of your fatigued cards get refreshed. Here’s how it works: 

1. Refresh all of your fatigued cards at once by turning 
them from a horizontal to a vertical position. This must 
be done before you can pass in this step. You can only do this 
once per Refresh Step. 

2. Play an action card. Action cards that are playable in this step 
will have “Refresh” printed on the bottom of them. 

3. Using an effect. You can use an effect of a card that is in play 
if it can be used in this step. 

4. Pass. After you have refreshed all of your characters, you may pass. 

Step 4. The Movement Step: 

Now you get to move around your characters. Chase your foe or fly like a bat out 
of hell! You can do 1 of these 3 things in the MovementStep: 




1. Move a character to 
an adjacent location. In 

any turn, you can move 
characters to or from 




Sunnydale Park, or to or from any other location that is 
adjacent to the moving characters). 

You can move multiple characters around Sunnydale during 
step, but you can only move 1 character per watch. If you 
’t want to move any of your characters, you don’t have to. 
• Vampires move 0 times in day turns, but when it’s 
night they can move 2 times per turn. Non-Vampires 
can move 1 location space per turn in either day or night. All 
characters may move 1 location space per watch. 

• Moving to Sunnydale park from anywhere on the board counts as 
moving 1 location space. Sunnydale Park is adjacent to all locations. Moving from 
Sunnydale Park to an opponent’s location space fatigues your character, but moving from 
Sunnydale Park to your own location space does not. Moving to an opponent’s location 
space that is not Sunnydale Park does not fatigue your character (see fatiguing: p 34). 

2. Play an action card that can be played during this step. This works just like 
the previous steps. Just look for “Movement” on the bottom of the action card to 
see if you can play it now. 


3. Use an effect on a card. Several cards have effects that affect movement. Check 
the cards in play to see if any of them can help you in this step. 

4. Pass. Here’s that passing thing again. If you don’t move, play an action card, or 
use an effect - you pass. When both players consecutively pass, the step is over. 


EXAMPLE: You move Faith from Sunnydale Park to your opponent’s 
location where her Bufly is waiting. You fatigue Faith since it’s your opponent’s 
location and you came from Sunnydale Park. Your opponent uses the effect on 
Buffy’s essence card to start a fight in the Movement Step (See the Bujfy essence 
card in this starter). After the fight is over, you then move Spike to Sunnydale 
Park. Your opponent moves Angel to Sunnydale Park. You move Spike to one 
of your locations. Your opponent passes. You pass. 


The Movement Step is over. 

Step 5. The Resource Step: 

In this step you place new characters into play, ascend characters and equip them 
with skills and items for the slayage ahead. Players alternate performing any of 
these 9 sub-steps during the Resource Step: 

1. Place a character into play: You can place a level 1 character on one of your 
4 location spaces in Sunnydale (see p.17). Anytime you place a character into 
play, you start with their level 1 card. 

2. Place an Episode Part 1 card into play: When you place an Episode Part I card 
into play, the effect on the card happens as described. The effects of Episode cards affect all 
players. Episode cards turn storyline play into real strategy. Check them out on page 40. 

3. Ascend your characters: Characters ascend when they advance from a level 


1 character card to a level 2, or from level 2 to a level 3, and so forth. 

• How an ascension works. For an ascension to occur, you need to have 
the next level of that character in your hand, and you have to meet the next 
level’s Destiny Requirement. Once this has been done, place the next level card 
on top of your Character and she ascends. Later ; if you lose any Destiny Points and 
your total goes below the Destiny Requirement to ascend, she does not lose a level. 

EXAMPLE: Your Bufly is ready to ascend. She has met her Destiny 
Requirement of 5 listed on her level 2 card because she is currently at 6 Destiny 
Points. If you have a level 2 Bufly in your hand place it on top of the level 
1 . Now Bufly is better than ever. 

• The higher level card now represents the character. 

The next level card’s powers supercede the previous level(s) of the 
character, and all attached cards stay attached. 

• Each character may ascend once per turn and may not skip 
levels. 


4. Attach a skill or item to a 
character: Skills and items give 
characters special abilities. Here’s 
how they attach: 

5. Swapping items: A swap is 
one character giving another 
character an item. If 2 
characters are at the same location 
space, they can swap an item even 
if they are fatigued. Any Trait or 
talent requirements must still be 
met by the receiving character, 
and you can only swap 1 item per 
watch. Each item can only be 
swapped once per turn. 
EXAMPLE: Bufly gives Angel 
Formal Wear. Since they are at 
the same location, and Angel has 
only 1 item, you swap the item 
from Bufly to Angel. 

6. Resurrecting your Main 
Character: If your Main 
Character is not in play and she 
has a level 1 card in your 2 , 


How to Attach a Skill 

• Attaching a skill to a character fatigues 
the character. If the character is already 
fatigued, you cannot attach a skill to the 
character. To attach a skill just place it under 
your character’s card. You can attach as many 
skills as you want to a character, but each 
character is able to attach only 1 skill per turn. 

• Once the skill is attached to your 
character, it goes with her everywhere, 
until the character is discarded or removed 
from Sunnydale by either lights or card effects. 

• Skills cannot be swapped between 
characters in play. 

• Some skills require a special Trait or 
talent requirement before they can be 
attached. Check the card text for any Trait 
Requirement. Talent requirements will appear 
in the lower right hand side of cards against a 
diamond background. Once attached, skills 
cannot be lost if the Trait or talent necessary 
to attach them is either lost or changed. 




How to Attach an Item 

• To attach an item, just place it under your character. The character now gains 
the effects printed on the item. 

Items are like skills, but characters do not fatigue when you attach an item, and 
fatigued characters can still have items attached to them. 

Like skills, some items require a special Trait or talent requirement that 
must be met before they can be attached. Once attached, items cannot be lost 
if the Trait or talent necessary to attach them is either lost or changed. 

• Characters can carry up to 2 items. You can give more than 1 item per turn 
to the same character, but the most he can carry is 2 at the same time. 
EXAMPLE: You give Faith the skill Knife Practice. Faith fatigues and cannot 
learn any more skills this turn. Now you wait for your opponent to either play a 
card or pass. On your next watch, you give Faith the item Faith’s Knife even 
though she is fatigued. On your next watch this step, you give her another item, 
Tranquilizer Gun. Now, Faith can hold no more items, but you can attach more 
skills in other turns. 

• Upgrading an item: If your character has already attached the 
maximum number of items she can carry, and you want to attach a 
different item, you can upgrade an item attached to your character 
directly from your hand. Simply take the item from your hand, give it to 
your character, and discard the previous item. 


discard pile, you place her level 1 character card back into play on one of your 4 
Sunnydale location spaces. This can be done once per turn. 

• Death! If the level 1 of your Main Character is not in your discard pile, the 
Main Character cannot be resurrected until you draw her back into your hand 
from your Resource Deck. 

7. Playing an action card. If an action card in play says “Resource” at the 
bottom of the effect box, you may play it during this step. Action cards that play 
in the Resource Step are plentiful and have a wide variety of game effects. 

8. Use an effect on a card. If a card allows you to perform something during 
the Resource Step, you may play it during this step. Effects abound everywhere, 
and yes there are many that can be used in the Resource Step. 

9. Pass: A player may pass even if she has done nothing during the Resource 
Step. And once again, when all players consecutively pass the step is over. 


Step 6. The Conflict Step: 

Now is the time to slay hard or drink deep! 

Players alternate performing one of these 4 sub-steps during the Conflict Step: 

1. Fight one of your opponents’ characters - The Fight Phase: A player 
may choose for one of his refreshed characters to fight one of his opponents’ 
characters that is at the same location. The player who starts the fight goes first in 
all stages of the fight. A fatigued character may not start a fight but may defend 
herself when attacked. To see the Fight Phase in detail go to page 28, and to find 
a quick reference to fights go to page 26. 

2. Face a challenge - The Challenge Phase: A player may choose to face a 
challenge with her characters in play. In order to face a challenge, a character 
must be at the same location space and refreshed. A player may have any number 
of characters face a challenge at once if they are at the same location space. The 
player that declares that they are facing the challenge goes first in every stage of 
the challenge. To see the challenge phase in detail go to page 30, and to find a 
quick reference to challenges go to page 27. 

3. Play an action card that is playable in this step — If an action card says 
“Conflict” at the bottom of the effect box, you may play it during this step. 
Unless the card says otherwise, the action card is discarded after use. For more 
information, see page 41. 

4. Use an effect on a card. If a card in play allows you to perform something 
during the Conflict Step, you may use it during this step. 

5. Pass - A player may pass even if she has done nothing during the Conflict 
Step. When all players consecutively pass outside of a fight or challenge phase, the 
step is over. 

Step 7. The End Step: 

This is the last step in a turn and here is what you can do in it: 

1. Play an action card that is playable in this step. If an action card says 
“End” at the bottom of the effect box, you may use it during this Step. 

2. Use an effect on a card: Look to see if any cards in play have 
effects that can be used in the End Step. 

3. Pass. A player may pass even if she has done nothing in the End Step. When 
all players consecutively pass the End Step (and turn) is over. 


It’s a new turn! Turn the Day/Night card The active player is now the person to 
the left of the former active player. 



These are the stages and sub-stages you go through for fights. 

Gameplay alternates with the attacking player going first in each 
stage. Except for passing, these sub-stages can be played in any 
order. Before you can pass, you must perform any mandatory 
sub-stages. To start a fight, you announce that you are starting a 
fight, and you choose which one of your characters is attacking 
which one of your opponent’s characters. 

A. Fight/Choose Stage 

-)f Defender can choose a Stunt-Double (see pp. 28-29). 

-)(- Play an action card or effect that is playable in this stage (see p. 41). 

Pass. When both players consecutively pass, go to the next stage. 

B. Fight/Draw Stage 

-X- Mandatory: Both Players Draw 5 cards. This stage ends. 

C. Fight/Battle Stage 

-X- Boost a talent by placing a card into a talent stack (see p. 29). 

-)(- Play an action card or effect that is playable in this phase. 

-)(- Pass. When both players consecutively pass go to the next stage. 

D. Fight/Resolve Stage 

-)(- Play an action card or effect that is playable in this stage. 

Pass. When both players consecutively pass, you resolve the winner of 
the fight (the winner is the character with the highest resolving talent), 
discard the defeated character(s), and adjust the Destiny Points accordingly. 
Go to the next stage. 

E. Fight/Discard Stage 

-X- Mandatory: Discard down to 5 cards, if possible. 

-)(- Play an action card or effect that is playable in this stage. 

-X- Pass. You may not pass until you have performed the mandatory sub- 
stage. When both player consecutively pass, the fight is over, and you return 
to the previous step you were in. 


These are the stages and sub-stages you go through for 
challenges. 

Gameplay alternates with the attacking player going first in each 
stage. To start a challenge, announce that you are facing a 
challenge and identify the challenge you are facing and choose the 
character(s) involved (there must be at least 1). Except for passing, 
these sub-stages can be played in any order. Before you can pass, 
you must perform any mandatory sub-stage. 

A. Challenge/Choose Stage 

-)(■ Play an action card or effect that is playable in this stage . 

-)(- Pass. When both players consecutively pass go to the next stage. 

B. Challenge/Draw Stage 

-)(- Mandatory: The attacking player draws 5 cards. The defending player 
draws 3 cards. This stage ends. 

C. Challenge/Battle Stage 

-X- Boost a talent by placing a card into a talent stack (see p. 31). 

Play an action card or effect that is playable in this stage. 

K- Pass. When both players consecutively pass go to the next stage. 

D. Challenge/Resolve Stage 

-)(■ Play an action card or effect that is playable in this stage. 

-%■ Pass. When both players consecutively pass, resolve the challenge, fatigue 
all characters and adjust the Destiny Points accordingly. Go to the next stage. 

E. Challenge/Discard Stage 

K- Mandatory: Discard down to 5 cards, if possible. 

K- Play an action card or effect that is playable in this stage 
K- Pass. You may not pass until you have performed the mandatory sub- 
stage. When both players consecutively pass, the challenge is over and you 
return to the previous step you were in when the challenge started. 




FIGHTS— A 
CLOSER LOOK 

A fight always comes down to the winner being the character with the 
highest resolving talent at the end of the fight. The resolving talent is one of 
the four talents on your character card. 

The default resolving talent is Butt-Kicking. During a fight, you may play 
action cards, skill cards, episode and item cards from your hand into talent 
stacks to temporarily raise a talent at the end of the fight. 

When the fight resolves, you determine who wins. 

Things you need to know about fights: 

Starting a fight: When a player starts a fight, he chooses his attacking 
character and the character that is being attacked (the defending character that 
is at the same location space). This is only done once per fight. In order for a 
character to start a fight, the character has to be refreshed, although the 
defending character may be refreshed or fatigued. Even though the defending 
player is about to do battle, he isn’t technically “starting a fight.” 

Fights happen outside the step where they occur: The step the fight started 
in is temporarily suspended until the fight is finished. After the fight is over, you 
return to the step you were in. 

The person who starts the fight goes first in each stage of the fight. 
The resolving talent determines who wins the fight. The default resolving 
talent you start a fight with is Butt- Kicking, but that often changes during play 
because some cards in the game change the resolving talent of a fight. 

The winner of the fight gains 1 Destiny Point If a Main Character is defeated 
in a fight, then the owner of Tat Main Character also loses 1 Destiny Point. 
Survivors and Fatiguing: Afterward, if the attacking character (the one who 
started the fight) has not been discarded, the attacking character is now 
fatigued. If the defending character survived the fight, the defending character 
does not fatigue. 

Ditching a fight: If your character leaves a fight because of a card effect, the 
fight immediately resolves, and the character loses the fight automatically but is 
not discarded. 


A. FIGHT/CHOOSE 

Players alternate performing these 3 sub-stages during the Fight/Choose Stage. 

e 8 1. Defender can choose a Stunt-Double. The defender may fatigue another 


character at the same location to fight in place of the character chosen in the fight. This 
is called Stunt-Doubling. 

2. Play an action card or effect that is playable in this stage. If an action card 
says “Fight/Choose” at the bottom of the effect box, or if an effect allows you to 
perform something during the Fight/Choose Stage, you may play it during this stage. 

3. Pass. A player may pass even if she has done nothing during this stage. 

B. FIGHT/DRAW 

Both players draw 5 cards from their Resource Declcs. 

C. FIGHT/BATTLE 

Players alternate performing these 3 sub-stages during the Fight/Battle Stage. 

1. Place an action, episode, skill or item card into a talent stack. A talent stack 
is a temporary stack where a player places cards to boost any 1 talent during a fight. 
Each player can have up to 4 talent stacks, one for each talent. 

• Skills, items and episode cards can be placed into a talent stack to boost 
any talent by 1. 

• Action cards boost a talent by the value of one of the the matching icons 

on the top half of the action card. Pretend there’s an imaginary line running 
through the middle of an action card. When you decide to place an action card into a 
talent stack, you get to choose one of the talents that is on the top half of the card. 
When you place an action card into that talent stack, the action card adds to the 
matching talent a bonus equal to the number inside the icon. 

• The talent inside talent stacks only counts at the end of the fight. That 
means that cards in your talent stacks cannot help you with talent requirements on other 
cards. Also, any cards placed in talent stacks cannot be used for their effects during a fight. 

2. Play an action card or effect that is playable in this stage. If an action card says 
“Fight/Battle” at the bottom of the effect box or if a card in play allows you to 
perform an effect during the Fight/Battle Stage, you may use it during this stage. 

3. Pass. A player may pass even if she has done nothing during the 
Fight/Battle Stage. 


D. FIGHT/RESOLVE 

The smoke has cleared and the dust has settled. Who won? Players 
perform these 2 sub-stages during the Fight/Resolve Stage. 

1. Play an action card or character power, or location 
power that is playable in this stage. If an action card 
says “Fight/Resolve” at the bottom of the effect box, or if 

a card in play allows you to perform a card effect during 
the Fight/Resolve Stage, you may use it during this stage. 

2. Pass. A player may pass even if she has done nothing 
during the Fight/Resolve Stage. When both players 
consecutively pass, you resolve the winner of the fight. 


*r f. 


Resolving the Fight. Total each character’s resolving talent by adding the talent on 
the character and any cards placed in talent stacks that boost the resolving talent. Once 
the attacker and the defender have done this, the character with the highest resolving 
talent (often Butt- Kicking) wins the fight. 

The player that wins the fight gains 1 Destiny Point. The losing character of the 
fight is discarded. If a player’s Main Personality is discarded from a fight, that player 
loses 1 Destiny Point. 

A tie means you both lose! If there is a tie, both characters are defeated and are 
discarded, ancf no player gains any Destiny Points. But if a player’s Main Personality is 
defeated in a tie, that player still loses 1 Destiny Point. 


E. FIGHT/DISCARD 

If the attacker wins the fight the attacking character fatigues. Players alternate 
performing these 3 sub-stages during the Fight/Discard Stage. 

1. Mandatory: Discard down to 5 cards if you have more than 5 cards in your hand. 

2. Play an action card, or effect that is playable in this stage. If an action card 
says “Fight/Discard” at the bottom of the effect box, or if a card in play allows you to 
perform an effect during the Fight/Discard Stage, you may use it during this stage. 

3. Pass. A player can only pass if he has 5 or fewer cards in his hand. 

Once the Fight/Discard Stage is over, the fight is finished. Both players are still in the 
same step where the fight began (which is usually the Conflict Step). 

CHALLENGES— A 
CLOSER LOOK 

A challenge is defeated when the combined talents of the group of 
characters facing it meet or exceed the printed talent goals plus any increases 
in these talent goals brought on by your sneaky opponent. This happens in 
the Challenge/Resolve Stage. During challenges, you play cards into talent 
stacks to meet the challenge’s talent goals and your opponent plays cards 
into talent stacks to raise the talent goals to keep you from defeating the 
challenge. When you defeat a challenge, you gain all the Destiny Points 
printed on the challenge. 

In challenges you try to meet all the talent goals printed on the challenge: 

K| Talent goals are the same icons as the talents on your character cards. If the total talents of 

* your characters facing the challenge meet or exceed the talent goals printed on the 

challenge, plus any increases in these goals caused by your opponent, you defeat it! 

A player can only face each challenge once per turn: Multiple players can try to 

| defeat the same challenge in a turn, but each player may face it only once. 

ft Some Challenges Have Trait Requirements which means one or more 




characters facing the challenge must have that trait to defeat the challenge. If a challenge 
has a Trait Requirement, it will appear on the bottom of the effect box. 

Good challenges can only be attempted by good characters, and evil challenges 
by evil characters: Evil challenges have rusty red backgrounds. Good challenges have 
gold backgrounds. 

Teaming up is OK: A player may have any amount of characters she wants face a 
challenge. 

Fatigued characters cannot face challenges. 

There must be at least one character facing a challenge. 

All characters facing a challenge must be at the same location as the challenge 
they are facing. 

You lose when you aren’t there: If all the characters facing a challenge are no longer 
facing the challenge for any reason, the challenge instandy resolves and the challenge is not 
defeated. 

Starting the challenge: When starting a challenge, you first declare which of your 
characters are facing what challenge. 

Challenges happen outside the step where they occur: The step the challenge 
started in is temporarily suspended until the challenge is finished. After the challenge is 
over, you return to the step you were in. 

CHALLENGE/CHOOSE 

Players alternate performing these two sub -stages during the 
Challenge/Choose Stage. 

1. Play an action card or effect that is playable in this stage. 

If an action card says “Challenge/Choose” at the bottom of the effect box 
or if a card in play allows you to perform an effect during the 
Challenge/Choose Stage, you may use it during this stage. 

2. Pass A player may pass even if she has done nothing during this stage. 

CHALLENGE/DRAW 

The attacking player draws 5 cards. The defending player draws 3 cards. 

CHALLENGE/BATTLE 

Players alternate performing these 3 sub-stages during the Challenge/Batde Stage. 

1. Place a card into a talent stack. This works similar to a fight. The only difference is 
the defending player is trying to raise the talents on the challenge so the attacker cannot 
defeat it. Also, the defending player may only boost talents that appear on the challenge 
she is defending. So, if the challenge only has Butt-Ricking and Smarts, the defending 
player may not play cards into talent stacks for Weirdness and Charm. 

2. Play an action card or effect that is playable in this stage. If an action 


card says “Challenge/Battle” at the bottom of the effect box, or if a card in play allows ^ 
you to perform an effect during the Challenge/Batde Stage, you may use it during this 
stage. 

3. Pass A player may pass even if she has done nothing during the Challenge/Battle Stage. 


CHALLENGE/RESOLVE 

Players alternate performing these 2 sub-stages 
during the Challenge/Resolve Stage. 

1 . Play an action card or use an effect that 
is playable in this stage. If an action card says 
“Challenge/Resolve” at the bottom of the effect 
box or if a card in play allows you to perform an 
effect during the Challenge/Resolve Stage, you 
may use it during this stage. 

2. Pass. A player may pass even if she has done 
nothing during the Challenge/Resolve Stage. 
Once both players have consecutively passed, 
you resolve the Challenge. 

CHALLENGE/DISCARD 

Players alternate performing these 3 sub-stages 
during the Challenge/Discard Stage. 

1. Mandatory. Discard down to 5 cards - If a 
player has more than 5 cards in her hand, she 
discards until she has 5 cards left in her hand. 

2. Play an action card or effect that is 
playable in this stage. If an action card says 
“Challenge/Discard” at the bottom of the effect 
box, or if a card in play has an effect you can use 
during the Challenge/Discard Stage, you may 
use it during this stage. 

3. Pass. A player may not pass unless she has 5 
or fewer cards. 

After the Challenge/Discard Stage, the challenge 
is over. Both players return to the original step that they were in when the challenge began 
(which is usually the Conflict Step). 


Resolving Challenges 

1. Attacker and defender add up 
their talents. The attacking player 
adds up all of his groups’ talents with 
any respective talents font cards that 
are in his talent stacks to see if he has 
met the requirements of the challenge. 
The defending player adds any talent 
from cards that were placed into her 
talent stacks to the challenge’s talent 
goals printed on the card. 

2. Compare talent totals. If the 
attacker’s talents equal or beat the 
inflated talent goals of the challenge, 
the challenge is defeated. The 
attacking player gains the amount of 
Destiny Points feted on the upper 
right hand comer of the challenge, and 
the challenge is then sent to the Crypt. 

3. Losing the challenge. If the total 
of any of me attacking group’s talents 
is below any of the challenge’s talent 
goals, then the challenge is not 
defeated. The attacking player loses 1 
Destiny Point, and the challenge stays 
in play. 

4 Fatigue all participants 

Regardless if the challenge is defeated 
or not, all characters facing the 
challenge become fatigued. 


‘‘People to see, demons to kill; 
you know the drill. ” 

3 * 


■ t 







Stuff, game mechanics, additional rules and concepts that 
make this game fun. Stuff that doesn’t easily fit into a sequence 
of play but is... like... important. 


The Golden Rule — These rules are meant to be 
broken! The cards in Bufly the Vampire Slayer™ CCG do amazing 
and crazy things. Anytime a card directly breaks or modifies a rule, 
the card is always right. 

The Most Recent Printing Rule: If 2 or more cards share 
the same title, then the text, numbers, and all other symbols of that card are to 
read as they appear on the Most Recent Printing (MRP) of that card with that 
title. Character and essence cards are excluded from this rule. 

Victory Condition #1: Destiny Victory: To win a Destiny 
Victory you must reach 10 Destiny Points. This is done by winning fights ana 
defeating challenges. You immediately win when you reach 10 or more 
Destiny Points. 

Victory Condition #2: Park Victory: To win a Park Victory, 
you must control Sunnydale Park at the end of the turn for 6 consecutive turns. 
“Control” means that at the end of the turn only your characters are inside the 
park. They can be different characters each turn, but they must only be your 
characters. If there are characters from 2 players in Sunnydale Park at the end of 
a turn, or if the park is empty of characters at the end of a turn, the count for 
the Park Victory resets to 0. To keep track of how many turns have elapsed use 
the park counter on the playmat with the Day/Night card as a marker. 

Destiny Points Never Go Below 0. That means that you 
can never have a negative amount of Destiny Points. Since some card effects 
require that you “pay” Destiny Points to perform an effect, you have to 
have the Destiny Points to pay for that effect. Sorry, no Destiny financing! 

When is a turn over? When both players consecutively pass 
during Step 7: The End Step. 

The Resource Deck & Recycling: If you mn out of cards in 
your Resource Deck during play, you reshuffle your discard pile the next time 
you draw a card. If you have no more cards in your Resource Deck and 
discard pile, then you just keep playing with the cards you have. 33 



Discarding cards: When you discard a card, it is placed in your 
discard pile. Different types of cards are discarded in different ways, but they all 
end up in the discard pile. 

The Crypt: Cards that enter the Crypt are removed from the 
game. They cannot be reshuffled into your Resource Deck 
or reenter play. 

The Day/Night card: To track when it’s day or night, rotate 
the Day/Night card included inside your starter. When this card reads 
“Night,” it’s night; and when it reads “Day,” it’s day. 

A few things about making stacks: While playing Buffy, 
you may need to adjust the play area when too many characters are on the 
same location. Stack your cards to assist tracking who and what is where. 

Fatiguing cards: When a character card or a card attached to a 
character fatigues, you turn the card horizontally. Character cards along with 
some items and skill cards can all fatigue. A fatigued card cannot fatigue again 
until the card refreshes. Cards stay fatigued until the next Refresh Step. All 
cards that make up a character fatigue independently of each other. 

EXAMPLE: Anyanka is refreshed during the during the Resource Step and 
has Symbol of Anyanka attached. You fatigue Symbol of Anyanka for it’s 
effect in the game. Later in the Conflict Step Anyanka faces a challenge. 
When the challenge resolves you will fatigue Anyanka. These 2 cards are 
both fatigued, but each independent of the other. In the next Refresh 
Step, you refresh all Anyanka’s cards. 

Character cards fatigue in these 5 situations: 

1) When attaching skills; 2) When an attacker wins a fight; 3) When a 
character moves from Sunnydale Park to an opponent's location; 4) Whenever 
a character Stunt-Doubles; 5) Whenever you resolve a challenge the character 
was participating in. 

When a character is fatigued he gets a -1 to all his talents. Talent values can go 
below 0. So if your character has 0 Smarts then he has a -1 Smarts when 
fatigued. This penalty is active at all times - during fights, challenges or for 
meeting talent requirements on cards. 

When a character is fatigued, she cannot do the following: attach skills, start a 
fight, face a challenge, move, Stunt-Double or perform any effect in the game 
that requires a character to fatigue. 


Fatigued characters may still fight while fatigued, they just can’t start a fight. 
Some card effects remove the requirement for a character (or card) to fatigue 
before an effect can be performed. WTien this occurs, a fatigued character (or 
card) may perform the effect. 


EXAMPLE: Faith is at Faith’s Motel which says, “Once per turn, anything 
that would fatigue Faith does not fatigue Faith while she is here.” That 
means that if Faith is fatigued during the Resource Step and is at Faith’s 
Motel, she can Stunt-Double, learn a skill or do any other thing that would 
fatigue her even though she is already fatigued. 


Talents: To get things done in the Bufiy-Verse, you gotta have 
talent. And in this case, that means you need: Butt-Kicking, Smarts, Weirdness 
and Charm. The number inside the icon represents how much talent is 
represented on the card. 


yf Butt-Kicking is represented by those spanky gold icons on cards and 
show just how mighty you are in a skirmish. The number inside tells you 
how much Butt- Kicking is on the card. During fights, you always start off with 
Butt-Kicking as the resolving talent. 

i J Smarts is printed inside the purple book icon and represents brainage. 




Weirdness is shown by the red flaming icon and displays the character’s 
supernatural prowess. 

Charm is reflected by the blue heart icon and indicates savoir faire and/or 
raw cuteness. 



Talent Requirements: A card with a talent requirement requires 
that a character possess a numeric value of talent before that card 
can be used or attached. However, talent requirements do not 
prevent playing a card into a talent stack during a fight or 
challenge. Talent requirements are listed on the bottom right 
half of items, skills and action cards and are always set 
against a diamond background. 

Talent requirements may only be met by a single 
character. This means that the talents of multiple 
characters cannot be added to meet a talent requirement. 
For skills and items, the attaching character must meet the talent 
requirement. 


For action cards, one of your characters in play must meet the talent 
requirement. If the action card is played during a fight or challenge, then 
the player of the action card must have a participating character in the fight 
or challenge meet the talent requirement. 

EXAMPLE: Faith wants to play Slayer’s Handiwork - an action 
card. Before she can play this card for its effect she must have at least 
3 Butt- Kicking. 

NOTE: Once you meet a talent requirement for an attached card you don’t 
lose the attached card if that character’s talent goes below the talent requirement. 

What’s a talent stack . 5 When you play cards from your hand to 
increase a talent during a fight or challenge, you place them inside talent stacks 
- temporary piles that help you keep track of your talent. Play your talent stacks 
vertically in the same order as the talents listed on your character card so you 
can remember what order your talents are in. After the fight or challenge is 
over, move these cards to the discard pile and go back to the character’s 
previous talent level (the total talent from his character card and attached cards). 
In a fight, you can play cards into talent stacks to boost any talent you choose, 
not just Butt-Kicking. In a challenge, you can only boost talents that match the 
talent goals of that challenge. 

IMPORTANT: The talent inside talent stacks isn’t considered to be “real” 
until the fight or challenge resolves. This means that you can’t use the talent in 
talent stacks to meet talent requirements on cards. 

Traits: A Trait is a characteristic that gives a card a label, status or 
ability. Traits appear on various cards. They are always set off in small caps 
like VAfflpiRg . On character cards, Traits will be the first words you see in 
the effect box. On other cards you will find them described in card text. 

EXAMPLE: You’re attempting the challenge 
Fairy Tales are Real with Hansel and Gretel. 



CARD TYPES 

... . ESSENCE CARDS 

Essence cards represent who you are playing as your 

Kfir frm vj Main Character. Essence cards turn any matching Minion 
or Companion in to a Hero or Villain. Essence cards also 
have a card power that affects game play. 

There is also a groove on the side of Essence cards you can 
use to track your Destiny Points on the Destiny Point track. 



CHARACTER CARDS 

There are 4 types of character cards: Heroes, Villains, Companions and 
Minions. All character cards have an effect that the character can use during 
game play. All character cards that are played from your hand are placed in 
play during the Resource Step. 

At least 1 of your level 1 character cards must match your essence card. 
Main Characters are Unique: It’s ok for players to have the same Main 
Character in a game, however, you cannot place in play a supporting 
Character if that character matches the essence card of your opponent. 
Supporting Characters are any characters that you are playing that 
do not match your essence card. 



Supporting Hero and Villain Limits: A player may only place a supporting Hero or 
Villain in play if the player has 4 or less supporting Heroes or Villains already in play. 


Minions and Companions are Unlimited: You may have as many Minions and 
Companions in play as you desire as long as there is only 1 copy of each. A “copy” 
refers to the character itself, not the card representing the character. 

EXAMPLE: It’s a snarly Villain vs Villain game during the Resource 
Step! In your hand you have The Master, Anyanka and Angelus. 
Your opponent is playing Angelus as a Main Character and has The 
Master already in play. You currently have 4 supporting Villains in 
play already. You cannot play Angelus as a Supporting Character 
(rats! ) because he matches your opponent’s essence card, but you 
can place in play either The Master or Anyanka, BUT you can only 
place one or them in play because after you play one, you will have 5 
I supporting Villains in play. 

Character cards can attach skiUs and items, and can cany them 
throughout the game. 

Characters can fatigue. When a character does fatigue turn his character 
cards sideways. (See Fatiguing on pp. 34-35) 
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• When characters die they are moved to the discard pile. You can resurrect your Main 4 
Character during the Resource Step, but he loses all levels, skills, and items. You can 
then play the Main Character on one of your 4 location spaces. Supporting Characters stay 
in your discard pile until you recycle it. 

After all, when is a TV character really dead anyway? 


CHALLENGE CARDS 

Challenges are kept in their own deck on 
the playmat and are played during the 
Prologue Step. Unless all your challenges have 
been played, there should always be a challenge 
card turned faceup during play. If any card 
effect would shuffle your Challenge Deck, the 
always turned faceup afterward. 

When placing challenges into play, place them partially under the location card with the 
challenge’s card text and talent goals sticking out. 

Each player can only have 1 challenge card in play at any location space 
including Sunnydale Park. All challenges are unique in play. If your opponent gets his 
challenge out before you do, then to face that challenge you must go to the same location 
space where the challenge was placed. It’s perfecdy acceptable for you to face your 
opponent’s challenges. 

Some challenges specify where they can be played. If so, then it 
must be played as instructed. 

Challenges grant Destiny Points to a player when they are 
successfully defeated. Each challenge will have talent icons 
listing the amount of each talent necessary for your character(s) to 
defeat it. You will find the Destiny Points the challenge awards in 
the upper right hand corner of the card inside the heart. The tougher 
the challenge, the higher the Destiny Points. 




GOOD 



top card is 



You can have both < 
Dc 


in your Challenge 

However, Heroes and Companions can only 
attempt good challenges. Villains and Minions 
can only attempt evil challenges. Evil 


If a challenge can be played during 
the Prologue Step, it must be played. 

If a challenge cannot be put in play, 
place it on the bottom of your 
Challenge Deck and turn over the 
next challenge card beneath. 

If your Challenge Deck is empty 
of during the Prologue Step, 
you do not have to attempt to 
place a challenge into play. 


You can only attempt each challenge once per turn, although you can face multiple 
challenges in any 1 turn. Your opponent may attempt the same challenge as you did if you were 
unsuccessful in completing it, and if his characters are at the same location as the challenge. 

If your challenge is defeated, it is sent to the Crypt. After your challenge has been 
defeated, your opponent can place in play the same challenge if it turns up during play. 
Some challenges have Trait Requirements printed on them. If a challenge 
has a Trait Requirement, then one or more characters facing that challenge must 
have that Trait to defeat it. 

LOCATION CARDS 

Location cards are placed in play during set up in an alternating 
fashion on your 4 location spaces of Sunnydale and stay in play the 
entire game. There are 2 kinds of location cards: unique and non- 
unique. Only 1 copy of a unique location card can be in play, but 
you can have multiple non-unique location cards in play. 

Location card types: Some location cards have types printed 
on them like “town” or “school” or “outdoor.” If a card references a specific 
type of location like, “Play only at a town location,” then you should use the card as 
instructed. 

Some location cards have card effects, restrictions, or special abilities. All 

characters and challenges at a specific location can be affected 6y these conditions. 

You can choose not to play location cards. A blank location space is still valid, and 
you can play characters ana challenges on it. Sunnydale Park is considered a location space 
even though you cannot play location cards on it. 

Location spaces without location cards are not considered to be of any type. 



SKILL CARDS 

f Skills help make your character more powerful in the game and can 
also be used to boost talents during fights and challenges. Skills include 
a variety of aptitudes or disciplines. 

Skills cannot be swapped between characters in play. 

{ You fatigue a character to attach a skill: If a character does not have to 
[ fatigue to attach a skill, that character can attach a skill while fatigued, 

\ otherwise, fatigued characters cannot attach skills,. To attach a skill just 
place it under your character’s card. You can attach as many skills as you wanti 
but each character is able to attach only 1 skill per turn. 

Some skills require a special Trait or talent requirement before they can be 
attached. Check the card text for any Trait Requirement. Talent requirements will appear in 
the lower right hand side of cards against a diamond background. Once attached, skills 
cannot be lost if the Trait or talent necessary to attach them is either lost or changed. 

When you want to boost a talent during a fight or challenge, you can play your skill cards 
into a talent stack to boost any one talent by + 1 . 
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ITEM CARDS 

Items have a dual purpose: they grant special abilities when they are attached to 
characters, and they can boost one of your character’s talents by +1 when played in a 
talent stack during a challenge or fight, just like skills. 

EXAMPLE: After the Draw Step, you have 2 copies of Love Tattoo in your hand. 
During the Resource Step, you give one of them to Spike and he gains the ability on the 
card. Later, in that same turn, one of your characters get called into a fight. You can play 
the other Love Tattoo into the talent stack to boost his Butt-Kicking by one. 

Some items require a special Trait or talent requirement that must be met before they 
can be attached. Once attached, items cannot be lost if the Trait or talent Requirement necessary 
to attach them either is lost or changed. 

Upgrading an item: If your character has already attached the maximum number of 
items she can carry and you want to attach a different item, you can upgrade an item 
attached to your character directly from your hand. Simply take the item from your 
hand, give it to your character, and discard the previous item. 

Swapping items: If 2 characters are at the same location, they can swap 
an item even if they are fatigued. Any Trait or talent requirements must 
still be met by the receiving character, and you can only swap 1 item per 
watch. Each item can only be swapped once per turn. 

Discarding Attached Items: Except for upgrading items, only card 
effects can discard items off attached characters. You cannot 
discard a character’s attached item just because you want to. 



EPISODE CARDS 

Episode cards turn story-line game play into powerful gaming combos. Here’s how they work: 
An Episode is represented by 2 cards: Part I and Part II. Part I cards are kept in 
your Resource Deck and are limited to 1 copy per deck for each episode. Part II cards are 
limited to 1 copy per player as well, and are kept in a separate stack of cards in the area 
indicated on your playmat and are not considered to be in play and do not count toward 
deck size minimums although Part I cards do. You must have both 
Part I and Part II of an episode in your possession in order to play an 
Episode card. 

You place in play an Episode Part I card next to your essence 
card during the Resource Step. Most Episode cards create global 
card effects. When you play a Part I card the effect instantly occurs. 

The Target on the Part I card lets you know what must 
happen before you can play your Part II card. The instant the 
Target condition of the Episoae Part I card is met, you immediately 
play your Part II card regardless of whether or not it is your watch, and the Episode Part I card 
goes to the Crypt, and its effect is replaced by the Part II card and its Result effect. 

Many Part II cards have a Cancel condition that sends the Episode Part II card to 
the Crypt. This Cancel effect nullifies the card power of the Episode card. 

You can play Episode Part I cards into talent stacks to boost any talent by + 1 just 
like items and skills. Episode Part II cards cannot do this, since they are kept off to the 
^ 0 side of Sunnydale inside a separate stack. 



It is possible in the course of the game for you to have several different Episode 
Part II cards in play, but you may not have more than one Episode Part I in play 
at any time. If a player already has an Episode Part I card in play but prefers to play a different 
Part 1 card, he can play another Episode Part I card, but the previous Part 1 card he has in 
play is sent to the Crypt. 

Episodes are not unique in play. You and your opponent can both have the same 
Episode cards in play at once. 

Your opponent cannot play off of your Episode card(s). The effects of Episodes can be 
global, but the control of each Episode belongs to the owning player. Your opponent can’t play his 
Episode Part II on your Part I even if the conditions of your Part I are met. 

EXAMPLE: You play the Graduation Day ; Part L card during your Resource Step and place 
it next to your essence card. All players instantly gain this effect: “Characters may move to the 
Fountain Quad from any location.” On Graduation Day Part L is “Target: A total of 4 
Heroes and/ or Villains at the Fountain Quad controlled by any players ana Mayor Richard 
Wilkins in in play.” This Target means that the instant there are 4 Heroes and/ or Villains at the 
Fountain Quad and the mayor is in play (no matter to whom they belong), the Part II episode 
card comes into play, and the Episode Part I card is sent to the Crypt. The new text on 
Graduation Day, Part II is, “Result: When facing Ascension of Olivikan or Commencement 
Ceremonies , during the Challenge/Choose Stage, choose a talent. Ignore this talent for this 
challenge. Cancel: Richard Wilkins III leaves play.” This new effect means that everyone gets to 
ignore a talent when feeing Ascension of Olivikan. However, the effect can be cancelled if Mayor 
Richard Wilkins HI leaves play. If that happens, the Part II episode goes to the Crypt and it’s 
effects are cancelled. 




ACTION CARDS 


Action cards can show up anytime and throw a monkey wrench into any 
step during play. An action card will tell you when it can be played, just 
look at the bottom of the effect box. 

Boosting talent: Unlike items, which can add +1 to any one talent 
during a fight or challenge, action cards add to your character’s talent by 
the number inside the respective icon. 

Some action cards may have a talent requirement or a Trait Requirement that 
has to be met before you can use them for their effect. These requirements can only be 
met by the talents a character obtains from his character card ana any attached cards. Cards 
placed in talent stacks cannot be used to meet talent requirements. 

EXAMPLE During the Draw Step, you draw the card Been There LCilled That: 
“Discard a card. If your character just won this fight, your character does not fatigue and 
may immediately start a fight with another character at this 
location. Send to the Ciypt after use.” After a fight, you can ^ 
play Been There Killed That for this effect, or you can hold] 
that card if you want and use it during a fight or challenge i 
to boost Smarts by 2 or Butt- Kicking by 1. However, 
before you can use it for its effect, your character must 
have to have a Butt-Kicking of 3. You can still use it in a 
talent stack during a challenge or fight even if you meet 
the talent requirement to use its effect. 



EVENT CARDS 


Event cards represent consequences of life on the Hellmouth. 

Event cards affect all players. Some produce effects that last 
throughout the entire game, others produce effects that last for 
just one turn. 

Events are played during the Prologue Step. You can play 
as many events as you want in this step. 

Event cards are limited to 1 per deck and are unique in that only 1 of each 
event can be played per game. If your opponent plays an event that you have in your 
deck, you cannot play that event for the remainder of the game. After an event is played, it 
is sent to the Crypt. 

Event cards cannot be played into talent stacks during fights and challenges. 




Hero or Villain Decks: All decksmust be either Hero & 
Companion decks or Villain & Minion decks. That means you cannot 
include Minions and Villains inside a deck when the Main Character is 
a Hero and vice versa. 


Resource Deck Size: For casual play and Sealed Deck tournaments, 
the deck minimum is 40 cards. Tournament decks for constructed 
play have a 60 card minimum. There is no maximum size for your 
Resource Deck. Challenges, Episode Part II cards, essence and 
location cards do not count toward the card minimums. 

Challenge Deck: Your Challenge Deck must contain 7 different 
challenges, and they can be all evil, all good or a mix of both. 
Episode Part II cards: are kept in a separate stack of cards off to the 
side and you must have the corresponding Episode Part I card in your 
Resource Deck to match any Episode Part II card in your stack. 
Duplicate Card Limits: You can have 3 duplicates of any card in 
your Resource Deck. Location cards are not part of your Resource 
Deck, and you can have up to 8 copies of a Non-unique location 
cards when you begin the game. Remember to keep your location 
cards separate from your Resource Deck. The total number of 
location cards you can bring to the table is 8 . 
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Character card limits: Each character is limited to only 3 character 
cards per level. For instance, you can have any 3 Buffy level 1 cards, 
any 3 Buffy level 2 cards, and any 3 Buffy level 3 cards in your deck. 

Action and Character Card Limits: You may not have more than 
50% of your deck be action cards, and you may not have more than 
50% of your deck be character cards. 


^Chonye^mc^j 
^the last rul ebook - 


1. Resurrections: When a Main Character resurrects, you now place her 
directly into play during the Resource Step instead of placing her into your hand. 

2. Deck size: The deck minimum for constructed tournament play is 60 
cards. Sealed deck tournament play retains the previous deck minimum of 
40 cards. 

3. “Only” Cards: Cards that say (character) only are exclusive to the 
named character and can only be used or attached if the character they 
refer to matches your essence card. If the (character) only card is an 
item or skill, it cannot be swapped to other characters even by card effects. 

4. Leaving fights: During a fight, if a player no longer has a character 
participating in the fight, you go immediately to the Fight/Resolve Stage. 
The character leaving the fight loses the fight, but is not discarded. 

5. Leaving Challenges: During a challenge, if the attacking player no 
longer has characters facing the challenge, immediately go to the 
Challenge/Resolve Stage and the challenge is not defeated. 

6. Episode cards: Go to page 40 and learn about the newest card type. 

7. Faith: Faith can be either a Hero, Villain, Minion or Companion 
depending on her character card. Her essence card works for either a Hero; 
or a Villain Main Character. 

8. Making Heroes and Villians out of Companions and 
Minions: Minions and Companions become Heroes and Villains 
when they are being played as a Main Character by virtue of their 
essence card.” 
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9. Duplicate Heroes/Villains are now allowed in play! You 

and your opponent(s) may each have the same supporting Heroes 
and Villains in play. 

10. Wish Characters Rule: The following characters from “The Wish” 
are to be treated as separate characters from their other world counterparts: 
Buffy, Bizarro Land; Vamp Willow and Vamp Xander. Therefore, you can 
have one player playing Xander as a Main Character and your opponent 
can have Vamp Xander as a supporting Villain character. The same is true 
for Vamp Willow. Other characters from The Wish are to be treated as 
the same character as their counterparts. 

11. Paying Destiny Points: If an effect requires that you pay a 
Destiny Point to perform, you must have the Destiny Points available 
to use the effect. 

12. Companions and Minions and Essence Cards: Companions and 
Minions automatically become Heroes and Villains when they match your 
Essence card. 

13. Talent Requirements: The talent values on challenges are not considered 
Talent Requirements, these talent icons are called “talent goals”. 

14. Crypted Characters: If a character is sent to the Crypt, any attached 
cards become unattached and go to the discard pile. 



Multi-play rocks! When playing a multi-player game, the play 
moves clockwise regardless of whose turn it is, and you can have as 
many players as you want. You will have to expand the play area to 
make more room. During game set-up, just make sure that all 
locations make a circle or square when placed together and that 
everybody gets 4 adjacent locations, and that Sunnydale Park is in the 
middle. 

When it’s your turn to take on a challenge or fight, choose the 
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character or challenge you want to battle. You will be dueling the 
player who controls that character or challenge. Only 1 challenge or 
fight at a time is allowed. 

Your characters can still face your own challenges. When you do, 
choose an opponent to defend yourself against when your characters 
face your own challenge. When you attack one of your opponents’ 
challenges, you have to bathe the opponent that placed the challenge 
into play. 
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Action Cards: Action cards perform unique effects during game play and can boost a talent during a fight and 
challenges (pp. 12, 41). 

Active Player: The active player is the person whose turn it is and who goes first in each step. (p. 17) 

Ascension: Whenever characters gain a character level (p. 23). 

Attaching: When a character is given an item or skill the card “attaches” to him/her (pp. 23-24). 

Booster Pack: A package of additional game cards for Buffy the Vampire Slayer CCG that adds strength to your 
deck, sizzling cards for your collection, and new game strategies. 

Butt- Kicking: One of the 4 talents. Butt-Kicking is the main talent used in fighting. It is also listed on many 
challenges (p. 35). <3? 

CCG: An abbreviation for Collectible Card Game 

Character Card: A card that represents a character in Buffy The Vampire Slayer™ CCG (pp. 7, 37). 

Challenge: A specific problem, project or task that must be overcome to win Destiny Points in the game (pp. 8, 30-32, 38). 
Charm: One of the 4 talents. $ Charm is an indication of your characters schmooze factor (p. 35). 
Companion: Character cards that aren’t Heroes, but still are on the “good” side of things (p. 37). 

Control Victory: Winning by controlling Sunnydale Park for 6 consecutive turns (pp. 5, 33). 

Crypt: The Crypt is where you place cards that are removed from the game (p. 34). 

Current Rulings Document: This document is where you can go and find answers to questions about 
specific cards, situations and rules. It’s at our web site www.BtVSccg.com under “Tournaments/ 

Destiny Points: The points you earn to win the game (pp. 30, 32, 33). 

Destiny Victory: When a player reaches 10 Destiny Points (pp. 3, 33). 

Discarding: When you discard cards you place them into the discard pile. 

Effect: The game text printed in an effect box. 

End Step: The last step of the Sequence of Play (pp. 19, 25). 

Essence Card: This is the card that symbolizes your Main Character (pp. 6, 37). 

Fatigued Cards: Cards that get turned horizontally on the playmat during play (pp. 34-35). 

Fight: A skirmish between 2 characters (pp. 26, 28-30). 

Golden Rule: Any time a card circumvents or breaks a rule, the card is always right (p. 33). 

Hero: One of the main Hero characters in Buffy the Vampire Slayer™. Heroes are always placed against a blue 
background (pp. 37, 43-44). 

Items: Items are thin gs you can attach to a character card that give him abilities, talents and Traits. You can also 
use them to boost talent’s by +1 in fights and challenges (pp. 10, 23-24, 40). 

Location Cards: Location Cards are played at set-up and set the stage for the Buffy the Vampire Slayer™ 
CCG (pp. 9, 16, 39). 

Main Character: The character that you choose to portray during the game (pp. 6, 30, 23). 

Mini on: A character that is not a Vill ain but is still on the “evil” side of thin gs (pp. 37, 43). 

Pass: When a player chooses to do nothing other than say “pass” and play continues with the next option (pp. 18-19). 
Pass Consecutively: When players pass one after another (pp. 18). 

Phase: A phase is the cycle of play for fights and challenges (pp. 26, 27). 

Recycling: When you shuffle your discard pile back into your Resource Deck (p. 33). 

Refreshed Character: A character that is not fatigued (pp. 33). 

Resource Deck: The deck you draw cards from during the game (pp. 16, 42). 

Resolve: At the end of fights and challenges, both players resolve their talent values and determine 
who won or lost the fight or challenge (pp. 29-30, 32). 




Sequence of Play: The 7 steps of a turn (p. 18). 

Skills: Skills are special abilities given to characters. They can also be used to boost talents by +1 during fights 
and challenges (pp. 10, 23, 39). ^ 

Smarts: One of the four talents. Indicates brainage (p. 35). ■S* 

Stunt-Doubling: When one character takes up a fight for another (p. 28). 

Stage: The timing segment in fight and challenges where the player performs his watch (pp. 26, 27). 

Step: One of the 7 steps in the Sequence of Play (p. 18). 

Sunnydale Park: The location space in the middle of the play area (pp. 14, 22). 

Talents: Talents are what get challenges beaten, and fights won. The four talents are Butt-Kicking, Weirdness, 
Smarts and Charm (p. 35). 

Talent Requirement/Trait Requirement: Some cards require a numeric value of talent, or Trait be 
met by a character before tney can be used or attached (pp. 23, 24, 36). 

Talent Stacks: Temporary Stacks you make to keep track of the talents you are boosting (p. 36). 
Tournaments: Buffy the Vampire Slayer™ CCG events sponsored by Score through SEVEN (Score 
Entert ain ment’s Verified Event Network) and select retailers allowing player to vie for prizes, play with friends and 
meet new people. 

Traits: Traits are qualities that are printed on cards and affect game play. They indicate abilities and status (p. 36). • 
Turn: A complete progression through the Sequence of Play (pp. 18-19). 

Watch: Each player’s individual opportunity to perform a sub-step or sub-stage (p. 18). ^ 

Weirdness: One of the 4 talents. It measures how much supernatural power a character has (p. 35). ^ 
Villain: One of the Villains from Buffi' the Vampire Slayer™.Villains are always placed against Red backgrounds (pp. 27, 43-44). 
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